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Refused by society or rejecting the law, these folk focus on crossbows and have their ways of getting 
the best out of them, in addition they improve upon weaponry already there or create powerful 
emergency solutions as the Enforcer, connect with animals and nature as the Outcast, or perfect their 
fighting capabilities as the Brigand. 


Ranger 19 


Experts of all kinds of wilderness and able to provide for optimal hunting situations, be it game or 
adversaries, as the Hunter, get everything they need from nature and more as the Woodsman, or focus 
on enemies' weaknesses and bring them down swiftly as the Protector. 
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Slippery knaves never contained by shackles and known for their resourceful and useful tools as the 
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Cleric 


“No sinful wretch — shall 
escape his fate in the Fire. Of 
that, I will make sure.” 


- Grand Inquisitor Helveed 


Clerics? Talkin' about religious fanatics, or good 
shepherds? Heh, ‘specially now that the war's ragin' 
and people seek protection of any kind, clerics seem to 
pop out of the earth, proclaimin' to honest folk the only 
way to save 'emselves is turnin' to the gods. I for my 
part never was a religious dwarf. Never saw eye-to-eye 
with most of 'em religions. For the church of eternal fire 
it's either prayin' in their churches, donatin' money to 
their cause or bein' marked an enemy and burned at the 
stake. Even heard of another religion, something about 
a big spider, if I recall correctly, they go as far as to do 
human sacrifices. But not all clerics I've met were cruel. 
Some were really open minded, in a way even wise I'd 
say. And some just want the best for their deity, not 
botherin' other people too much. If ya want to sort 'em 
out, gimme a minute... 
For a start, we have pious people who let the faith 
influence their body and mind, mostly just prayin' the 
whole ploughin' day and leavin' the rest of us to our 
own business. Heh, as ya can see they're my favorite 
kind of clerics. But one should always beware: they 
might seem not too dangerous at first but there have 
been incidents of some of these people unleashin' a raw 
form of magic once enraged... wouldn't get too close at 
those times. 
Then we have missionaries, people who want to 
increase the influence of their religion and talk people 
into joinin' their cults. The blabberin' can go on for 
years, if one of 'em ever starts. One of the most famous 
ones was the prophet Saint Lebioda, who single 
handedly converted the whole duchy of Toussaint, his 
teachings were so well known that even some of my own 
kin became followers of him. Recently I've met a lot of 
missionaries on my travels, even some ofiri and 
zerrikanian ones, tryin' their luck in the west. 
At last there are the inquisitors, people who think 
there's only their religion and everyone else is wrong 
and should perish. They either believe what's told to 'em 
and therefore see the whole world in black and white, or 
they're the ones who use their religion to rise to power , 
as a certain Cyrus Engelkind Hemmelfart, the hierarch 
of Novigrad, does. They obviously are the most 
dangerous kind, heh, especially for me who chooses not 
to believe at all." 

-Rodolf Kazmer 


Special Gear 


Holy Symbol (your religion) 


Holy Text (your religion) 


Art: Iker Serdar Yildiz 


Unwavering Faith (WILL) 


When creating a cleric, choose the 
religion your character follows. 
When first encountering a person of 
another religion, once the religion 
of this person has been revealed, a 
cleric may roll Unwavering Faith 
against a DC equal to the targets 
WILLx3. If successful, the cleric 
gains a bonus equal to a third of 
their rank in Unwavering Faith to 
all profession skills (not including 
the skill tree) for a number of hours 
equal to the rank in Unwavering 
Faith. 


Defining Skill 


Magical Perks 


Wilderness Survival 


Writing Kit 


Starting Coin: 
75 crowns x 2d6 


Average: 
525 
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Conversion 


Winning an argument against 
someone using Conversion as 
last skill will leave your 
opponent in awe of your 
deity, giving you a +2 to 
every social interaction except 
Conversion with this person. 
If you win another argument 
using Conversion as last skill 
your opponent will be 
convinced of your religion, 
giving you a +3 to every 
socia interaction except 
Conversion with this person. 
If you win a third argument 
using Conversion as last skill 
your opponent will become 
fanatically involved with your 
religion, giving you a +4 to 
every social interaction except 
Conversion with this person. 

An awed person will try to 
help you and your religion but 
will never harm anyone or 
fight for you. A convinced 
person will be more ruthless 
considering your wishes. A 
fanatically involved person 
will do almost everything to 
help their religion thrive (at 
the GM's discretion). A 
fanatically involved person 
also counts as a follower of 
your religion. 

Other clerics and priests 
cannot be converted. 


Brand Of Heresy 


To inflict a brand, the cleric 
needs to posses a lit torch, a 
burning weapon or a weapon 
with a _ burning inflicting 
chance of at least 75%. A 
brand is considered a complex 
critical wound and therefore 
may be treated and healed. 
The penalties inflicted will 
only end once the brand has 
fully healed and cannot be 
lessened by any means. 


Cleric Skill Tree 


Unwavering Faith (WILL) 


When creating a cleric, choose the religion your character follows. 

When first encountering a person of another religion, once the religion of this 
person has been revealed, a cleric may roll Unwavering Faith against a DC 
equal to the targets WILLx3. If successful, the cleric gains a bonus equal to a 
third of their rank in Unwavering Faith to all profession skills (not including 
the skill tree) for a number of hours equal to the rank in Unwavering Faith. 


The Devout The Missionary | The Inquisitor 
| Pious Conversion (EMP) _ |Righteous Curse (WILL) 


A cleric has a strong connection | A cleric may use Conversion as an | A cleric may take an hour, proclaim the 
to their faith which manifests in|Empathetic Attack in Verbal | superiority of their deity before a group 
their abilities. For every rank | Combat. If you end a combat with a] of people and roll Righteous Curse 


successful Conversion check, your sea DC:17 to aa the ae is 
; ‘ 5 opponent is more open to vour | TOUS OF any sentient humanoids who 
raise a _ different profession ee and All ane you me are not followers of the cleric's religion 


starting skill (except Unwavering os against the cleric themself by half their 
: your deities wishes (see sidetable). | -~ : 

Faith) by 1. At rank 10 every Gare ee 1d10+WILL Righteous Curse rank. Alternatively, 

pictessioneciallhassbeememdised|| draco and does +1 cumulatively. Wis ie Can Bol 


. : ioe Righteous Curse against the Courage 
by 1. This skill can't raise another damage for every use of | of any sentient humanoids who are not 


skill above 10 and can be trained | Conversion (successful Or | followers of the cleric's religion within 
like every other skill. unsuccessful) up to a maximum of | 15m to Stagger them for 1d6 turns. 
the skill's current rank. 


Focused Will (WILL) Tithe (EMP) Brand Of Heresy (WILL) 


When suffering, clerics can turn to When interacting with alAs an action a cleric may mark a 
their gods for help. Once per day by . , |defenseless or beaten opponent of a 
praying a full hour a cleric may roll follower of the  cleric's different religion with a Brand of 
on Focused Will at a DC:18 to either religion, once per day and|Heresy to show their surroundings 
priate REC by 3 for the rest person, as an action a cleric|the heretic crimes of the subject, 
y, decrease the healing time ll Tith . dealing 1d6 unmodified damage and 
of a single treated critical wound by|M@Y Fol on 11 e against inflicting a penalty of half the rank in 
1 day, or gain a bonus equal to a third|the target's Resist Coercion|Brand of Heresy to all social 
of their Focused Will rank to all}tg gain a number of crowns|interactions (min. 1). To successfully 
profession skills (not including the . mark an opponent, the cleric needs to 
skill tree) for a number of hours from them, provided they roll Brand of Heresy against the 
equal to half the rank in Focused{have the money. targets BODYx3. 
Will. 


Confraternity Godly Guidance (WILL) 


Once per session, by spending 15]When interacting with a/Whenever a cleric inflicts a 
points of STA a cleric can pray person that doesn't sharejcritical wound on an enemy, they 
and let their faith guide them by|their religion, a cleric may|may roll on Godly Guidance 
rolling on Divine Intervention at mig 4 ie Ghee profession against the targets BODYx3. I 
a -3 to "cast" the appropiate Arch successful, the roll to determine 
Priest Invocation of their religion the critical wound is considered 


1 step higher (i.e. Foreign Object 


gained in Pious, a cleric may 


skills (except Unwavering 


as an action. Any possible defense|/ aith and the skill tree) for 
against the invocation can still be}every follower of Ng. (eres eel Ribs). If the attack 


rolled and the STA used by this|/religion in a range of 15m uplwas aimed. the outcome cannot 
skill cannot be lowered by any|ig their rank ° 
means (1.e. Focus). 


Confraternity. 
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Day-Labourer 


"An Ale to patch things? 
Come, we'll talk inside." 
- Sukrus 


Defining Skill 


Wherever you go, you'll always find people 
who do anything and everything to gain a 
coin or two. Half the week they may be 
building ships in the harbor of Novigrad, 
the other half they're helping your local 
blacksmith. Heh, and on weekends they're 
working as casino bouncers. It goes without 
sayin' that these guys learned a thing or 
two from every job they've ever taken. 

While personally I would rather master 
one craft, and did, there is no doubt that it 
can be useful to know a little bit about 
everything. But keep in mind, you'll rarely 
find a Day-Labourer that is actually better 
at something than a trained hand. 'suppose 
that's why people call 'em jack of all trades 
- master of none. 


Magical Perks 


4 INT/EMP 
Skills 
3 REF/DEX/BODY 
Skills 
3 WILL/CRA 
Skills 


-Rodolf Kazmer 


Gear (Pick 5) 


Brass Knuckles 
Crafting Tools 
Art: Bryan Sola 
Dice Poker Board 
Jack Of All Trades (INT) Tron Long Sword 
By switching jobs often and doing Merchant Tools 
new work they've never done 


before, | Day-Labourers have Tene 
learned to adapt well. 

Whenever the Day-Labourer has 
to roll on a non-weapon skill that 
didn't originate from a skill tree 
and that they have no rank in, they 
may roll on Jack Of All Trades 
against the DC+2 first. The actual 
skill roll is increased by the 
amount Jack Of All Trades was Average: 
rolled over the DC (max. 5). 525 


Starting Coin: 
75 crowns x 2d6 
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Day-Labourers 
Skill Tree 


The Day-Labourer 
may choose one blue, 
one green and one red 
path from the other 
profession's skill trees. 
The Day-Labourer 
may not choose paths 
from professions with 
a Vigor higher than 0 
and has to choose the 
3 paths from 3 
different professions. 
Write down the chosen 
paths in the free space 
on the right. 


...Viaster of none 


Any skill from a skill 
tree of another 
profession that has a 
DC to beat (e.g. Fury 
from the Man at Arms) 
has the DC increased 
by +2. Any skill that 
gives value to another 
skill (e.g. Bloodhound 
from the Man at Arms) 
has a 1 point weaker 
bonus. 


Day-Labourer Skill Tree 


Jack Of All Trades (INT) 


By switching jobs often and doing new work they've never done before, Day- 
Labourers have to adapt well. 

Whenever the Day-Labourer has to roll on a non-weapon skill that they have 
no rank in, they may roll on Jack Of All Trades against the DC+2_ first. The 
actual skill roll is increased by the amount Jack Of All Trades was rolled over 
the DC (max. 5). 
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Elementalist 


"Mother Nature dislikes it 
when you take something 
from her by force. She will 
defend herself." 

- Fritjof, Vaedermakar 


Ya know, if I hadn't met an elementalist 
once, I wouldn't be able to explain this 
properly. Elementalists are what happens 
when people that got magic aren't properly 
trained at magic schools or brought to 
druid circles to be taught their ways. 
Though sometimes elementalists live among 
druids, normally they are self-trained 
people that used to focus their magic on 
one of the four elements, now only bein' 
able to cast magic derived from this 
element. Heh, hence the name, I guess. 

For starters, mystics can have just as much 
magical prowess as fully fledged mages, 
they just have a different way of usin' the 
chaos. Those people seem to be a kind of 
bridge between the chaos and our world, 
often meditatin' and stuff. 

Arcanists are the ones really utilizin' spells 
for their advantage. They tend to use a few 
favored spells, increasin' their strength and 
flingin' one after the other. Ya don't see 
mages castin' as wild as 'em arcanists. 
Lastly, and that was the guy I once met, 
there are the stoicheiomancers. Heh, yes I 
know, but he insisted on the name. 
Accordin' to my aquaintance, these are the 
ones really connectin' with their chosen 
element, livin' in some _ symbiotic 
relationship with it. Heh, ya really should 
have seen him walkin' through flames as if 
it's just another monday, maybe then ya 
would have understood my amazement. 


-Rodolf Kazmer 


Choose between the 4 elements. You are 
only able to cast spells derived from this 


element and mixed element spells. Your 
mixed element spells may never exceed a 
quarter of the spells you know in total. 
The fumble outcome for mixed element 
fumbles is always your element. 


Art: Bogna Gawronska 


Magic Flow 


The devotion of elementalists to 
the chaos is often rewarded with 
improved capabilities. Before 
rolling any skill check, an 
elementalist may connect with 
the chaos and use their Magic 


Flow to increase the chance of 
success by spending STA. By 
spending 5 points of STA the 
elementalist gets a bonus equal 
to half the rank in Magic Flow 
to their roll. 


Defining Skill 


Magic Flow 


Magical Perks 


4 Novice Spells 
2 Novice Rituals 


Wilderness Survival 


components 
Hourglass, Minute 


Starting Coin: 


75 crowns x 2d6 
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Elementalists and 
Hexes 


Though elementalists are 
able to weave hexes, they 
generally weren't taught how 
to and didn't learn to control 
them by themselves, thus 
not starting with the Hex 
Weaving skill. 


Magic-Level 
DC 


aa 
| 20 | 


Level 
Novice 


17 Journeyman 
20 Master 


Terraform 


Earth: you manipulate the ground, 
creating difficult terrain in a radius 
equal to or lower than your roll in 
Terraform centered around you. You 
may choose to keep any number of 
spots with a size of at least 1xlm each 
unaffected. Anyone on the created 
difficult terrain lowers their SPD by 
half your rank in Terraform and takes 
a malus to Dodge/Escape and Athletics 
equal to half the rank in Terraform. 
You are entirely unaffected by these 
maluses. 


Air: You create a magical storm with 
a radius centered around you equal to 
or lower than the roll in Terraform. 
Anyone using ranged weapons whose 
projectiles (or projectile based spells) 
would go through this storm takes a 
malus to their roll equal to your rank in 
Terraform. Additionally, anything 
flying within the radius of the storm 
has to beat an Athletics check at a DC 
equal to your original roll or be 
knocked out of the air, taking falling 
damage. 


Fire: You manipulate fire to engulf 
your whole body in it. Anyone in 
melee range at the end of their tum 
takes damage equal to half your 
Terraform rank which ignores SP. 
Additionally, at the end of your turn, 
roll a d100. If you roll under thrice 
your original Terraform roll, anyone 
in melee range is set on fire. The 
flames don't affect you at all, but 
certain effects might end your spell 
early (like masses of water being 
poured on you). 


Water: You roll against a DC:15 
with a range of 5m to imbue a number 
of people equal to the number rolled 
over the DC with guarding water. For 
the duration, these targets have 
resistance to fire-based effects and 
damage from being on fire, as well as 
natural armor equal to a third of the 
Terraform rank. 


Elementalist Skill Tree 


Magic Flow 


The devotion of elementalists to the chaos is often rewarded with 
improved capabilities. Before rolling any skill check, an elementalist may 
connect with the chaos and use their Magic Flow to increase the chance 
of success by spending STA. By spending 5 points of STA the 
elementalist gets a bonus equal to half the rank in Magic Flow to their 


roll. 


The Mystic 


Magical Devotion 


An elementalist deepens their bond with 
the chaos in every way, thus increasing 
their magical capabilities at the cost of 
being more vulnerable to magic in 
return. Every point an elementalist has in 
Magical Devotion grants +2 to Vigor 
threshold. On the backside, the 
elementalist takes a malus to every 
Resist Magic roll equal to half the rank 
in Magical Devotion (rounded up). 
When this ability reaches rank 10 your 
maximum Vigor threshold becomes 25 
and your malus to Resist Magic -5. This 
skill can be trained, like other skills. 


Restoration (INT) 


environment 


Restoration to restore STA equal 
to the number rolled over the DC: 


13 (max. rank in Restoration) inappropriate DC from the Magic-Level 
sidetable once before the Spell Casting 
to its maximum, the remaining roll is made. For every point rolled over 
the DC, the elementalist may increase 
the duration by 1| turn or the range by 1 


d6. If this would increase the STA 


number may be used to restore HP 
the elementalist lost this day due to 
overexertion, magical fumbles or 
the use of Spellslinger. 


The Arcanist |The Stoicheiomancer 
| Favorites ——([Environmental Influence 


After repeatedly casting them, 
some spells become routine for 
the elementalist. Upon unlocking 
this skill, then at rank 2, 5 and 10 
of Favorites you may choose one 
spell from your element (not 
mixed elements). These spells 
cost 1 less STA (min. 1, also 
lowers Active cost) and you may 
add a third of your Favorites rank 
to your roll when casting these 
spells (rounded down). 


Unleashed Chaos (WILL) 


By taking one hour time in a calm,|Elementalists learnt how to cast magic]Depending on __ the 
an|but they weren't taught how to controllelement, they gain a chance to resist 


Unleashed Chaos against 


lower, 
effect. At rank 10 they gain immunity 
to the effects. 

Earth: Knockdown & Stagger 


When within twice the rank in 
Environmental Influence’ in 
meters of a 1m? or bigger boulder 
resp. pile of rocks (Karth), 
burning flame (Fire) or body of 
water (Water) or during a natural 
storm or harsh winds (Air), the 
elementalist gains all benefits as if 
they had a Focus of half their rank 
in Environmental Influence but 
none of the disadvantages (like 
exploding Focus with fumbles). 


Elemental Resistance 


elementalist's 


Whenever the — specified 


the elementalist resists the 


meter, up to half the original duration/ Air: Knockback & Harsh Weather 


range. Duration and range must be 


increased individually in the same roll. 


Fire: Fire (SP still depletes each turn) 
Water: Freeze & Cold Weather 


time in a calm, natural environment}action to cast a spell, then used|level spell with a cost of 15 
an elementalist may meditate and roll 
Spiritual 
visions of immense magical power. 
Depending on their roll (reference . 
the Magic-Level sidetable), the|spell at -3 (taking into account|their element to create an effect 


Connection to gain 


elementalist learns how to cast one 


equal to the rank 
Connection in hours. 


their Vigor threshold 


and|and turn the odds to their favor. 


for more information. 
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Investigator 


"Curiosity always won out 
over good sense in me, not to 
mention unfounded mercy." 


- Codringher 


Ah, 'twas about time ya asked me about 
investigators. Sure, most people hearin' 
Investigator’ would think of someone like 
Helmlock Shormes, but old Rodolf knows a 
few more. What all investigators have in 
common - they can't resist a good mystery. 
Analizin' crime scenes 'n stuff, fishin' 
through corpses, heh, that's how ya get 'em 
to notice ya. But enough babblin’, let me 
tell ya why and when ya should hire an 
investigator: 

Criminologists are among the smartest 
people on the continent, heh, and maybe 
beyond. If the solution to some mystery isn't 
straight for ‘em, they'll try _ other 
approaches, maybe get intel from one of 
their sources. And once the criminologist 
has enough insight, they do some of that 
profilin' magic, helpin' 'em understand how 
to act best against criminals. 

If ya're lookin' for something more like a 
teamplayer, a solicitor might be the one for 
ya. They excel in workin' together with 
other people, keepin' everyone motivated 
and gettin' in contact with some special 
people. Heh, ya might be suprised how 
many people one person can call on, if 
needed. 

For more action, there are the detectives. 
These guys like to go into the field 
themselves, operatin' undercover, readin' 
enemies in fights like a book, and even if 
everything seems lost - a detective is always 
two steps ahead. Heh, their masterplan is 
sure to save ya in the nick of time. 


-Rodolf Kazmer 


Art: Urszula Winiarska 


Superior Overview (INT) 


Investigators live for lifting mysteries, 
finding and analizing clues. Superior 
Overview may be rolled instead of 
other skills for the following Evidence 
checks: Deciphering, Follow the 
Money, Tracking. 

Additionally half of the rank in 


Superior Overview may be added as a 
bonus when rolling for the following 
Evidence checks: Evidence Analysis, 
Examining the Body, Investigating 
the Scene, Research. 


At the GM's discretion, Superior 
Overview may also be used instead of 
or give bonuses to other skills outside 
of Evidence checks. 


Defining Skill 


Superior Overview 


Magical Perks 


Starting Coin: 
120 crowns x 2d6 


Average: 
840 
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Mystery DC 


Investigator Skill Tree 


Superior Overview (INT) 


Investigators live for lifting mysteries, finding and analizing clues. 

Superior Overview may be rolled instead of other skills for the 
following Evidence checks: Deciphering, Follow the Money, Tracking. 
Additionally half of the rank in Superior Overview may be added as a 
bonus when rolling for the following Evidence checks: Evidence 
Analysis, Examining the Body, Investigating the Scene, Research. 

At the GM's discretion, Superior Overview may also be used instead of 


Mystery Difficulty 


Challenging 
Difficult 


Nearly Impossible 


Rumors 


Highest 
Beaten Rumor 
DC 
A questionable rumor, that 
13 [contains something to start 
of but not much more 
The rumor is vague, 
15 |though it's enough to know 
where to go to next 
1 


The rumor contains 


concrete information about 
i a potential investigation, 
like names, places or times 


The rumor contains good 
information about things 
even the local authorities 
21 | might not know, like the 
spot of a hidden location, 


intel about a hidden cult or 
a password of a gang 


Contacts 


[A City days away| 3 
A Village close by| 5 
[A days ride away | 7 
| _Veryclose | 10 


| Outlaw | 4 
| Noble | 10 


Items 
| Minions | 6 | 
| Knowledge | 8 | 


or give bonuses to other skills outside of Evidence checks. 


The Criminologist} The Solicitor The Detective 
Mind Palace (INT) |Analytic Mindset (INT)| Undercover Operation 


After the investigator or an ally of them 
at the same scene fails an Evidence 
check, the investigator may 
immediately roll Mind Palast against 
the DC from the Mystery DC sidetable. 
If successful, the Evidence check may 
be reattempted with a bonus equal to 
half the rank in Mind Palast. If the roll 
for Mind Palast was unsuccessful, the 
investigator loses Focus equal to the 
clue penalty for the specific clue and 
another roll for Mind Palast may not 
be reattempted for that day. 


After an ally who made a successful 
Evidence check tells the investigator 
about what they found out, the 
investigator may instantly roll Analytic 
Mindset against the DC from the 
Mystery DC sidetable to attach the 
strings and gain a little more 
information out of this piece of 
evidence. Analytic Mindset counts as 
an Evidence check that does 1d6+INT 
damage (both as solving damage and as 
penalty Focus damage for failing to 
solve) which may never be reattempted 
for the same Evidence check, if failed. 


If the investigator knows vaguely about 
some specific gang colors, catchphrases 
or other visual or auditive recognition 
features, they may add their rank in 
Undercover Operation to their Disguise 
and Deceit skills when posing as a 
member of these groups. Allies that are 
with the investigator may add half the 
investigators rank in Undercover 
Operation to these skills, as long as they 
are just going along with the 
investigator's plan. If the recognition 
features are visual, the investigator has to 
make at least some effort to look the part. 


Information Network (INT)|Keep Up The Spirit (EMP)|Behavioral Analysis (INT) 


At least twice a week the GM will|If at least one person from the group of|While in combat, an investigator may roll 
secretly roll Information Network|the investigator doesn't have full Focus, |Behavioral Analysis against an intelligent 
and compare the result to the Rumors|the investigator may roll Keep Up The See tee oe eae ine 

‘ ; - : investigator may decide what this enemy 
sidetable. If any level is reached,}Spirit against the DC from the Mystery] 7°" 4 deine knee wae This hae ee 
someone from the investigator's DC sidetable from one of the currently 


i‘ ” |somewhat logical, for example attack a 
network will get in contact with them pore ae re ae a ae specific opponent, active defense or run 


to tell them about a new rumor. This i nae f .__ faway because their allies are beaten, but it 
Way te iver usa aman, ee th in Hg Sa 
an enemy in melee combat wouldn't drop 
; the DC. Keep Up The Spirit can only|their sword to draw a bow or attack their 
mysteries, Evidence check be rolled once per mystery, unless theJally (unprovoked). Monsters are much 
opportunities of existing mysteries}rolI has failed, in which case the roll}harder to read than people which is why the 
may be reattempted the next day. GM may add modifiers to the monster's 
roll. 


Criminal Profiling (INT) Contacts (EMP) Two Steps Ahead (INT) 


After at least two clues from a mystery}During their time solving mysteries, the}|When out in the field, the investigator always has 
have been solved, an investigator may investigator got some useful Contacts. The]to be Two Steps Ahead. This skill can be used to 


take 2 hours and roll Criminal Profiling |investigator can roll Contacts to remember beeen do, ee eae aes a 
: . . eemed necessary by the , this has to be 
against the DC from the Mystery DC|Someone that might be useful to their case. Die vedionl brchy: ihe BO for Tae Stannaioad 


sidetable. The damage is 1d10+INT (both|SPlit your roll between the 3 sections on]. by the GM and should be higher the more 
as solving damage and as penalty Focus the Contacts sidetable. The contact will do unlikely the idea is. For example, unlocking the 
damage for failing to solve) and once the|°”° thing for the investigator, and|door a few minutes before the guards cornered 
investigator has certainty about the guilty depenicin gon Whe Cr cunisiances (hey Dente ee ean a tena Pe arty 

foe ene he Hee ha ask for something in return. What they can}doses of insectoid oil, even though there is no 
person, monster, ” y .“loffer specifically depends on their social]apparent reason other than "just in case": DC:24. 
number of people equal to half the rank in} ans - an ‘Outlaw’ offering 'Expenses'|The GM should always carefully ponder if they 
Criminal Profiling gain a bonus to all might be willing to bribe the city guard, eae = a (if a ae eee ae 
rolls against the guilty person, monster,}while a 'Noble' offering ‘Expenses’ might|''°Y S10 RO! Pe magically alive again; MT you 


; ; aa : are being ambushed right now, you cannot 
ORS Oi, gual We a ial iol Gao teal sponsor an expedition into the dragon peteneenas walk in Sane Ga. 
Criminal Profiling. 


plot hooks, information about new 


mountains. 
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Martialist 


"Don't think. Just do." 


- Ignatius Hale 


Sure I know some Martialists, heh, even 
hired some myself. Martialists are masters 
of fighting hand to hand and are quite 
useful, if ya can't keep actual weapons 

around - or want your enemies to think 
you're defenseless. They often work as 

bouncers for casinos and clubs or as 

bodyguards for high class folk, fight in 

tournaments, underground arenas or just in 
your local tavern around the corner. Heh, 
or they are trainin' other folk to follow in 
their footsteps. 

For starters we have defenders, these folk 
often are fast and nimble and don't depend 
on their own strength as much as they are 
usin' the enemies weight against 'em to keep 
‘em of their back, but at times I've seen 
brutish martialists working as defenders. 

Only thing ya really need to know about 'em 
is: don't try attackin' em up close. 

Between the two extremes are the mentors, 
people tryin' to keep the folk around 'em 
alive. They've been doin' this duvvelsheyss 
for quite some time, can grant valuable 
insight and help their mentee to hit where it 
hurts while keepin' 'em functional in the 
fight. 

The last type of martialist I know are the 
aggressors. They punch ya once, punch ya 
twice and if you're lucky, all your bones are 
still in one piece. Some agile martialists are 
dabblin' as aggressors, though brutish ones 
favor this path, obviously. In the end ya 
might see why I happily am the dwarf who 
pays these martialists to protect my cart. 


-Rodolf Kazmer 


Art: Bogdan Rezunenko 


Martial Style 


At character creation, choose what kind of 
Martial Style the martialist depends on 
(Brutish/Agile). What you choose determines 
parts of the abilities from the skill tree and also 
which stat your Brawling damage scales with 
(see Martialist Hand To Hand Table). Your 
Brawling attacks may deal lethal damage and 
inflict critical wounds but you have to declare 
this before making an attack. When attacking 
with Brawling, ignore half the enemies SP 
(rounded up), maximum equal to the rank in 
Martial Style, and when successfully blocking 
an attack using Brawling, treat your arms 
location as having bonus SP equal to the rank in 
Martial Style which can't be lowered via 
weapon attacks or ablation damage. 

Bonus damage from weapons with the brawling 
effect doesn't affect your damage, as these 
weapons don't really work with martial fighting 
moves. 
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Defining Skill 


Magical Perks 


Trail rations x10 


Starting Coin: 
75 crowns x 2d6 


Average: 
525 
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Martialist Hand 


Martialist Skill Tree 


Martial Style 


To Hand Table 


There are two Martial Style's 
you can choose from. The 
Brutish style focuses on pure 
physical power and _ favors 
attacking, the damage with 
this style scales with the 
BODY stat. The Agile style is 
prioritizing nimbleness and 
defense, the damage scales 
with the DEX stat. 


At character creation, choose what kind of Martial Style the martialist depends on 
(Brutish/Agile). What you choose determines parts of the abilities from the skill 
tree and also which stat your Brawling damage scales witch (see Martialist Hand To 
Hand Table). Your Brawling attacks may deal lethal damage and inflict critical 
wounds but you have to declare this before making an attack. When attacking with 
Brawling, ignore half the enemies SP (rounded up), maximum equal to the rank in 
Martial Style, and when successfully blocking an attack using Brawling, treat your 
arms location as having bonus SP equal to the rank in Martial Style which can't be 
lowered via weapon attacks or ablation damage. 

Bonus damage from weapons with the brawling effect doesn't affect your damage, 


Tae [ 2 
7-9 


2d6 
79 | 3d6 


Practised Insight 


Monster 
Type 


& Beasts |blocking / parrying 
Elementa rolls 
Hybrids | +3 to the roll 
& when doing 
Relicts | strong strikes 
Ogroids | +3 to grapple 
attempts and 
defenses 


Mentorship 


Mentorship lasts for as 
many days as_ the 
martialist's Mentorship 
rank or until the 
martialist chooses to stop 
mentoring their mentee, 
at which point they may 
take on another mentee 
as described. 


as these weapons don't really work with martial fighting moves. 


The Defender 


The Mentor 


The Aggressor 


Destabilize (REF) [Resilience Training (INT)| Low Blow (REF) 


As one of the two attacks of an 


unarmed fast attack action, a 
martialist may instead roll 
Destabilize as an _ attack. If 
successful, the attack deals normal 
damage and induces an effect on the 
target based on the martialist's 
Martial Style. 

Brutish: Your force throws the 
target off balance and staggers it 
Agile: You use your opponents 
strength against them and manage to 


Whenever a damage-over-time-effect is 
applied to the martialist or an ally within 
shouting distance during combat, the 
martialist may roll Resilience Training as a 
free action against the attack roll that induced 
the effect. If successful the damage from the 
effect is halved for a number of turns equal to 
twice the rank in Resilience Training. If the 
same effect would be applied again during 
this time, the martialist has to beat another 
roll or the damage from the effect returns to 
normal. Depending on the martialist's 
Martial Style they may also add half of their 
rank in Resilience Training to skill rolls. 
Brutish: Resist Coercion rolls 


When unarmed, a martialist may roll 
Low Blow as an attack action against an 
opponent in melee range. If successful, 
the martialist deals damage based on 
their Martial Style, ignoring armor. This 
attack can be either lethal or non-lethal 
and cannot hit the head. If you roll the 
head on the location table, reroll. 
Brutish: Deal damage equal to half your 
BODY, ignoring location modifiers 
Agile: Deal damage equal to half your 
DEX, ignoring the targets blunt 
resistance 


knock them down. Agile: Courage rolls 


Counter (REF) Practised Insight (INT)| Bone Breaker (REF) 


After an enemy's attack, depending on|During combat a martialist may take an action]When in a grapple, depending on the 
the martialist's Martial Style, theJand roll Practised Insight against the martialist's Martial Style, Bone Breaker may 
martialist may spend 5 STA and roll professional opinion DC of a_ monster|be rolled as a full round action. If successful, 
(including humanoids) they are facing to gain|the martialist knocks the target down, rolls on 
ORG a bonus based on the martialist's Martial |the Complex Critical Table (unless aimed) and 
you beat the enemy's initial attack roll, Style, as well as a specific bonus based on the [inflicts the appropriate critical wound, then the 
deal unmodified damage based on your |iype of monster. These bonuses work only|grapple ends. The attack deals no damage but 
Martial Style. against the specific monster / group of the critical bonus damage. When aiming this 
Brutish: After you take damage you|monsters and last for a number of hours equal skill, the penalty is always -3. 
may roll Counter. You deal damage|t© the martialist's rank in Practised Insight Brutish: a the Felt is ee a 
equal to half your BODY for a number of people equal to half the rank ura ae one Breaker against the enemys 
a . jin Practised Insight in addition to the//0e8e/escape 
Agile: After successfully defending martialist themself. Agile: If the martialist is being grappled, roll 
against an attack you may roll Counter. | prutish: +2 SP Bone Breaker against the enemy's original 
You deal damage equal to half your|Agile: +1 to Dodge/Escape and defensive |Grapple roll. 
DEX. Athletics 


Superiour Defense Mentorship (INT) Combo Attack (REF) 


When defending against an enemy's attack, - Spt can take “ Rn by ae A martialist may use Combo Attack as 
if the attack would hit the martialist after] °")"" "P against an ally s Neo ey can On'Ytan unarmed attack action to roll up to 
; ‘ ave one mentee at a time. At the start of the ; ; , 

rolling the defense (but before rolling martialist's turn, if they choose to use an attack action three separate fast strikes with their bare 
damage), the martialist may use their Jand their mentee is within 5m of them, they may take]fists. The first time the attack roll doesn't 
Superiour Defense to gain an effect based}a malus on their roll(s) of up to their rank in lhegt the defender's roll. the martialist gets 
on their Martial Style. The martialist may}Mentorship. Their mentee gains a bonus to attack ete : 

i i rolls equal to the malus the martialist took to their out of balance, thus ending ‘ this attack 
use Superiour Defense as many times per 
session as their rank in Superiour Defense attack rolls. These modifiers last until the mentee is}@ction. When using this skill, use the 
Rrutish: Halve the damace that doesn't o not within 5m of the martialist anymore or until the]lower skill base between Combo Attack 

3 2 a8 : Sel tart of the martialist's turn, if they choose s0.Jand Brawling. 
absorbed by SP, in addition to resistances Additionally, as long as they are the martialist's BrHdeh Varo iirdoticeermen 3 to th 
and location modifiers mentee, they gain a bonus based on the martialist's WELLE NG YAOIDLE WALCO! GAAEEKELS (eT ONS @ wale 
Agile: You may choose a different defense | Martial Style whether they are within 5m or not. roll and the knock-down effect 
Agile: The first time an attack wouldn't 


Counter as a single unarmed attack. If 


action than your initial one and roll for it.|Brutish: +twice your Mentorship rank max HP 
Choose the higher result to defend against|sile: *twice your Mentorship rank max STA and}hit (normally ending the attack action), 


+a third your Mentorship rank to REC for recovery 


the attack ; 
actions 


roll the next attack(s) anyway 
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"We men of the road must 
Stick together. Perhaps one 
day I'll be in trouble and 
you'll be nearby to help." 


- Master Mirror 


In all my years travelin' the continent I got 
into touch with a lot of nomadic people. 
Most of those people come from small 
warrior tribes, they definitely know how to 
fight. Often protectin’ caravans 'n stuff 
nowadays. And that's what they do best: 
Fight 'n protect. 

First and foremost nomads are warriors. 
Efficient, fast and deadly as they are, ya 
won't get hit a lot fightin’ one. Often only 
once and then it'll be over. The biggest 
difference to the armies of the north or the 
soldiers of Nilfgaard is the fact that nomads 
prefer to fight freely, not wearin' too much 
armor that could slow 'em down. Like I 
said, they're fast and deadly. 

Instead of killin' in hand-to-hand combat 
some nomads perfected the ability to 
skirmish their opponents usin' ranged 
weapons while ridin' a horse or any animal 
for that matter. Heh, ya're old friend Rodolf 
here has seen nomads winnin' battles ten 
times outnumbered by rainin' arrows on 
their foes. That was the moment I decided 
to never bet against one in an archery 
contest. 

Lastly there are the nomads who prefer 
crushin' the opponents will before their 
bones. I swear I never saw someone 
simultaniously lift the spirits of their 
comrades while destroyin' the ones of the 
enemy better than this one leader I've met 
travellin' through the Korathi desert. 
Unfortunately I never saw him again. Heh, 
or fortunately? 


-Rodolf Kazmer 


Art: Oleksandr Kozachenko 


Determination 


A nomad lives of their focus. This 
focus manifests in a  nomad's 
Determination. A nomad can have as 
many Determination points as their 
rank in Determination. Whenever in 
combat a nomad may use one point of 
Determination to instantly gain 
initiative (as long as noone is currently 
using their turn), thus changing their 
own place in the initiative order. After 
this ability has been used, a full round 
has to go by for the nomad to use it 
again. 

A nomad regenerates 1 point of 
Determination whenever they inflict a 
critical wound or an enemy gets killed. 


Defining Skill 


Magical Perks 


Gear (Pick 5) 


Starting Coin: 
75 crowns x 2d6 
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The Skirmisher 


All of the skirmisher's skills 
are usable via bows, crossbows 
and thrown weapons, even 
though they are written as if it 
was for bows only. 


Volley Hit 
Locations 


| Humanoids 
| Location _| Roll| 
[tettarm | 8 
| RightLeg | 9 

ett eg 


Monsters 


Location 
Head 
Torso 4-6 
[tetLimb | 8 


"Piece of Armor" 


A piece of armor is protecting 
one of the four main locations: 
head, torso, arms, legs. So 
while a Temerian Armet is one 
piece of armor (as it protects 
one location), a Brigandine is 
two pieces of armor (as it 
protects two locations) and a 
Gnomish Chain is four pieces 
of armor (as it protects all four 
locations). 

Even after all the SP of a piece 
of armor have been depleted, 
it still counts as one (or 
multiple) piece(s) of armor. 


Nomad Skill Tree 


Determination 


A nomad lives of their focus. This focus manifests in a nomad's Determination. A 
nomad can have as many Determination points as their rank in Determination. 
Whenever in combat a nomad may use one point of Determination to instantly gain 
initiative (as long as noone is currently using their turn), thus changing their own place in 
the initiative order. After this ability has been used, a full round has to go by for the 
nomad to use it again. 

A nomad regenerates 1 point of Determination whenever they inflict a critical wound or 
an enemy gets killed. 


The Skirmisher | The Tribe Leader | The Conqueror 
| —- Habits —_—[IInitiating Actiton (EMP) Agility (REF) 


: As their first action of a combatl After a successful REF-based 
Whenever using —_rangedJand by spending 1 Determination attack a nomad may roll Agility 
ee ecmmeaipont 2 nomad may rolll on against the opponent's initial 
nomad's range is increased by Initiating Action against a DC:16} gefense roll. If successful. the 
5% for every rank in Habits. |to increase the initiative of every] ;omad mav move an amount of 
Additionally, as long as they're|member of the nomad's party y 
j nee meters equal to the amount 
attacking targets within half|(excluding self) by 1d6 for the rolled over the DC (max. half 
their Habits rank in meters|duration of the combat. If this ihe memeds SED), Whe DC ‘ei 
while on horseback they use the [would increase the initiative of a ne ee ee ae 
Target DC and Mod for Point |party member higher than the di a , ee 
Blank range (p. 152). nomad's initiative, this member is] M©CUM OF Aeavy piece oO 
treated as "holding their action", | @™M0r the nomad is wearing. 


point of Determination and rolling |demoralize enemies. By taking an Via ogni in Giese Cams 2 


Will To Kill a nomad can use this|@ction a nomad may roll on Warcry to nomad may add their Deep Cuts 


skill as an offensive action. They inflict a -1d6 to Initiative and a malus|Value to the critical damage of any 


either choose to shoot two arrows as : : E : 
+f it was a fast attack in which both|"@k to all offensive actions of all|is decreased by 2 for every medium 


enemies within 15m who fail a Jor heavy piece of armor the nomad is 


wetom oe amas: oe serous Sie jof an enemy that has already taken|the Deep Cuts rank) to increase the 
also knocks the target back 1d6)their action to a spot after the nomad, 
meters and knocks them prone. they don't get an extra turn. 


by using up 5/As a full round action a nomad may roll After a successful REF-based 


ammunition and rolling Volley, a}Taunt against one or more enemies’ ack mona Folch 
nomad may shoot a multitude of]Resist Coercion to stagger them and force ee os ay. Oh 12) 
arrows on a spot in range with a radius] them to attack the nomad during their tun]Born Ready against _ the 
equal to a third of the nomads Volley|with the equipped weapon. For everyjattacked opponent's SPDx3 to 
a in cei ae se 5 ni aed ee re ee : saree shee gain a cumulative +1 to REF- 
yone in this radius who is not able|the first one, they substract | from their : 
to roll a successful Athletics defense to}roll. If the nomad isn't in range for these based attacks up to half their 
get out of the area gets hit on a random|enemies to be able to attack them, they Born Ready rank until the end 
location. This skill has its own|take their tum as per usual. For everyjof the combat. The bonus limit is 
location table. If there are more than 5|4efended attack before the beginning of] qecreased by 1 for every 


ossible targets in the targeted area|the nomad's next turn they gain +1 to : : 
ee Alera aoe Heth: ae up to the their first attack action next turn up to a medium or heavy piece of armor 


CM hogeere hit maximum of half their Taunt rank. the nomad is wearing. 
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"Let me tell you what I told 
King Vizimir time and time 
again: war doesn't solve any 
problems. It breeds trouble, 
trouble you then have to 
solve by other means." 

- Sigismund Dijkstra 


Officials, can't live without them, eh? Heh, 
I'm sure most of us have some stories to tell 
about officials, least of 'em shine a bright 
light on ‘em. Officials of course are the 
people workin' in service of the kingdoms 
and empires everywhere, they proclaim the 
new laws, are your focal point with 
requests and issues and, of course, keep 
peace and order in the community. 
On the one hand, there are the 
administrators, they are the ones ensurin' 
everythings workin' as intended. If ya're 
lucky, these guys can even help ya with 
official business, but most likely they're just 
tryin' to learn about the kingdoms enemies 
or usin' your hospitality to their advantage. 
Then there are the emissaries, the people 
old Radovid sends to kiss the arse of the 
vassal kings and to proclaim his new laws 
in Redania. Whenever one of these officials 
opens their mouth, gold leaves it. 
Lastly there are the catchpoles, the people 
patrollin' the streets and actually defendin' 
the community. They're equipped to catch 
thieves but also to disperse masses, if we 
commoners decide we dislike the way 
things are. Heh, as long as they keep me 
and my wares safe, I'm fine with 'em. 
-Rodolf Kazmer 


Art: Anna Podedworna 


Royal Service 


Officials are employed by a specific kingdom 
and have to choose one at character creation. 
This employment yields advantages but comes 
at the cost of duty. 
At least once per month but possibly more often 
(GM's discretion) an envoy finds you to pay 
your wage (100 crowns x rank in Royal 
Service) in your’ kingdom's — currency. 
Additionally, you sometimes have _ the 
opportunity to accept a royal mission. Lastly all 
verbal combat against colleagues of your 
kingdom gains a bonus equal to half your rank 
in Royal Service. If you are unpopular, you 
won't be offered new royal missions, won't be 
paid your wage and verbal combat takes a 
penalty equal to 10 minus your rank in Royal 
ervice instead of the bonus. Every day this 
penalty lessens by 1 until it is completely gone. 
Only at that point envoys will bring you pay and 
offer you royal missions again. 


Official 


Defining Skill 


Magical Perks 


Social Etiquette 


Serially numbered 
signet ring of your 
kingdom 
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Changing your 
Employer 


If you betray your kingdom 
(e.g. by actively working 
against it, attacking the envoys 
or keeping all the money 
earned through Helping 
Hand) or want to switch to 
another kingdom, other 
kingdoms welcome you with 
open arms for the intel you'll 
have about your last kingdom. 
The kingdom you betrayed 
will do everything it can to 
eliminate you. 


Influencing 
people from 
other kingdoms? 


Commoners rarely know and 
even rarer care about who 
rules them. As long as there 
are no representatives of other 
kingdoms, your skills can also 
be used against commoners of 
other kingdoms than your 
own. 


Settlements 


Base Of 
Operation 


Free Lodging 


Useful Gear 
(Candles, Rope, ...) 
free of charge 
Weapons & Armor 
worth 200 crowns are 
lend to you (multiple) 
Gain a bonus to all INT 
skills equal to half the 
Base Of Operation 
rank as long as you 
remain IN the base 


Official Skill Tree 


Royal Service 


Officials are employed by a specific kingdom and have to choose one at character creation. This 
employment yields advantages but comes at the cost of duty. 

At least once per month but possibly more often (GM's discretion) an envoy finds you to pay your wage 
(100 crowns x rank in Royal Service) in your kingdom's currency. Additionally, you sometimes have the 
opportunity to accept a royal mission, contracts offered to you and your group by the representatives of 
your kingdom. The success of these missions serves your kingdom in one way or another and ensures that 
your liege has enough money to frequently pay you. The missions should have an adequate pay (GM's 
discretion), which is not negotiable. Lastly all verbal combat against colleagues of your kingdom gains a 
bonus equal to half your rank in Royal Service. If you are unpopular, you won't be offered new royal 
missions, won't be paid your wage and verbal combat takes a penalty equal to 10 minus your rank in Royal 
Service instead of the bonus. Every day this penalty lessens by 1 until it is completely gone. Only at that 
point envoys will bring you pay and offer you royal missions again. You become unpopular with your 
kingdom when you decide to turn down or fail to complete two royal missions in a row. 


The Administrator} The Emissary The Catchpole 
Silver Tongue 


Once per settlement, when in a settlement the | The official can have as many points of | Ag an action using a close combat weapon 
official can take 5 hours and roll Helping Hand | Si/ver Tongue as their rank in Silver Tongue. | an official may roll Show Yourself as an 
against the DC specified under the Settlements | When the official's about to roll a skill check 
table to help locals with paperwork and other | for a verbal action, they may use one point of 
official business. As compensation the official | $j/yer Tongue to gain +3 to the roll, or 


attack against an opponent. If successful 
the attack deals no damage but the official 


gains a number of crowns equal to 50 x the rank 
in Helping Hand. Half of this money, however, 
belongs to your kingdom and has to be given 
next time an envoy visits the official. If the 
official refuses and someone finds out, they are 
marked a traitor and loose their kingdom, thus 
all benefits of Royal Service. 

If the roll fails, the official still helps the locals 
but they aren't satisfied and won't pay them. Any 
way, after a week has passed the locals will have 
new paperwork and Helping Hand can be rolled 


protect against fumbles (roll only counts as a 
1). They may choose after rolling which 
option they use. For every roll there can only 
be used one point of Silver Tongue, never 
multiple. Refresh one point of Silver Tongue 
when the official accomplishes a task. This 
task has to have a complexity of at least 'Go 
there and bring me that’. In the end the GM 
has the final say if the task refreshes a point. 
Successfully completing a royal mission 


swiftly throws the helmet off of the 
opponent, leaving the head unarmored. 
Refer to the Scatter table (p. 152) to see 
where it lands. If it would hit an enemy or 
ally, they may defend any way possible 
against the official's roll as DC or be 
staggered. By taking a -3 to the roll, the 
official may decide where the helmet 
lands, within the bounds of the Scatter 
table. Show Yourself can also be used to 


again. always refreshes ALL points. unmask a target. 


Intelligence Operative (INT)| Conscription (EMP) [Strong Arm Of The Law (REF) 


The official may take an hour andjSummoning a crowd of people, holding a} A ftar damaging an enemy with a 


: : rousing speech about the safety of king/queen i i 
roll Intelligence Operative and country and paying 200 crowns total, an strong strike using a melee 


against the DC specified under theofficial can roll Conscription against the DC weapon other than Small Blades 


Settlements table to talk with a|specified under the Settlements table to recruit a : : 
number of common people equal to the value/Or Br awling, the official's 


group of people about a humanoid rolled above the DC, max. the rank in weapon cleaves further. hitting 

the official at least has heard of,]|Conscription, into their service. These people 2 
ies 

thus gaining information on any|*° Everyman NPCs from Lords & Lands (GM\another enemy. In that case, the 


decides which types of people are recruited) and} yffjciql may roll Strong Arm Of 
wounds they have, what armor and|wit! serve the official without further pay fora ee y 8 


: : Conscription. Whenever faced with a dangerJanother enemy in range of their 
skillbases of a number of skills and whenever an ally dies, a Courage check y 8 


equal to the rank in Intelligence against the official's initial Conscription roll}Weapon that doesn't deal double 
Operative has to be made. If successful, the conscripts flee. damage. 


Base Of Operation (INT)| Lawspeaking (EMP) 


Once per session, while in a populated/An official may roll Lawspeaking|The official may spend 5 STA as a free 
ae eee on on 3 hours aes against the DC specified under the}action to gain a bonus to SPD equal to 

eee eee eeeeeewlemenms: table to: proclaim! alipemrankun\eacem Wie Crmutal)jicn 
avallab’ Douses, popuralee or cconomic-!decree of the ruler of this land,Jone round. Furthermore, after moving 
as a base, collecting books, informed ' . 

whether real or not doesn't matter./at least 10m an official may use Catch 

people and more useful stuff at this place. Brace: as flThe Criminal! danear 
Take the total value of your Base Of|?foclaim events, have masses o e Criminal! as an unarmed attac 
Operation roll and split these points up people do something Ee against a target in melee range. The 
on the Base Of Operation table. You and|Somewhere. The official can't use this/attack deals non-lethal damage equal to 
every teammember of yours can profit skill to have people put themselves half the rank in Catch The Criminal! 
from these bonuses. The base remains|into direct danger or to make people|i" 46, ignores armor and knocks the 
functional for as many days as your rank]give them something directly, they target prone. After the (successful) 
in Base Of Operation. know someone else comes collecting. }*ack, the target counts as grappled. 
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"A skirmish here, a scuffle 
there, Nilfgaardians one day, 
elves the next... and whoever 
we rout, we rob of what 
they've got." 

- Gascon Brossard 


True outlaws lived a good chunk of their 
lifes in the wilderness, dealin' with nature, 
monsters and other dangers. So they had to 
adapt a lot, take care of themselves, learn 
to fight. The term 'Outlaw' is commonly 
known as an insult, as very few people like 
their money gettin' stolen, heh. But in my 
time I've seen some different types, too. And 
I mean the 'steal-from-the-rich-and-give-to- 
the-poor'-types. The prejudice _ isn't 
arbitrary though... 
Some outlaws really outrun the law. I'm 
thinkin' of bandits. Not little criminals like 
pickpockets or burglars, REAL brigands, 
organizin' in groups and livin' the lawfree 
life. These guys picked up some mean tricks 
and lemme tell you, they work. I wouldn't 
pick a fight with those. 
Then there are outlaws who live somewhere 
in the woods in a symbiotic state with the 
forest or something. Never understood ‘em. 
Heh, you can't gain money by just livin' 
from the hand to the mouth. But it seems 
they survive even with all those monsters 
roamin' the continent. 
I've once met one outlaw, he was amazing 
at enforcin' the weapons I brought on my 
travels. He obviously didn't have the needed 
training to become a blacksmith, but he had 
a hand for improvisin' stuff out of little 
things. I still wonder how he gained this 
knowledge. 

-Rodolf Kazmer 


For all their life an outlaw had to run, 
fight and run again. This practise lead 
to some pretty swift movements. 

An outlaw may roll on Swift As An 
Arrow against a crossbow's crafting 
DC to load it instantly as a free action, 
ignoring the Slow Reload effect. The 


outlaw needs to have the crossbow in 
hand to load it. Instead of loading one 
or more crossbows, an outlaw may roll 
Swift As An Arrow against any 


backup weapon's crafting DC to 
switch to this weapon as a free action. 
Either activity has to be done before 
an actual action 1s used. 


Art: Kasia Bekus 


Swift As An Arrow (DEX) 


Defining Skill 


Magical Perks 


Wilderness Survival 


Starting Coin: 
100 crowns x 2d6 


Average: 
700 
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Split Point 


When carving ammunition, an 
outlaw must use a small blade or 
crafting tools. Carved ammunition 
does an extra 1d6 damage when 
shot and is worth 50% more 
crowns than standard ammunition. 


Makeshift 
Type 
(Choose one) oH 


Hardened Timber 
Trap x2, Thread x3 
Hardened Leather} 
Bomb _ | x2, Zerrikanian 
Powder x1 


Effect F 
(Choose Material 
multiple) 


1d6 DMG |Beast Bones 
(multiple) 


leed (100%)} Iron xl 
Poison Green Mold 
(100%) xl 

Stagger | Ashes x3 

Stone x3 


eral Dark Iron x1 


aterial |Cost 
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Non-combat- 
maneuvers 
with DC <18 
are automatic 


SUCCESSES 
+3 SPD & BODY) 


H+-2 when controlling 
H+-2 when controlling 
+2 Awareness 
H+-2 when controlling 
H+-2 when controlling 


+1d6 DMG 
+10 HP 
Bleed (50% 


+3 SPD when 
flying 
+5 Stealth & 
Awareness 


+2 Stealth 
oison +25% 
Poison DMG x2 


+1 SPD 
+2 REF 
+5 Awareness; 
hisses when 
sensing magic 


Outlaw Skill Tree 


Swift As An Arrow (DEX) 


For all their life an outlaw had to run, fight and run again. This practise lead to some 
pretty swift movements. 

An outlaw may roll on Swift As An Arrow against a crossbow's crafting DC to load it 
instantly as a free action, ignoring the Slow Reload effect. The outlaw needs to have the 
crossbow in hand to load it. Instead of loading one or more crossbows, an outlaw may 


roll Swift As An Arrow against any backup weapon's crafting DC to switch to this 


weapon as a free action. 


Either activity has to be done before an actual action is used. 


The Enforcer 


The Outcast 


The Brigand 


Split Point (CRA) Against All Odds (INT) 


Against a DC:15 an outlaw can 
take one hour to carve the heads 
of 10 pieces of standard 
ammunition using Split Point. 
Upon success, the outlaw gains 
10 pieces of carved 
ammunition. A fumble results in 
the destruction of ammunition 
equal to the fumble value (max. 
ammunition used to carve). 


An outlaw builds a deep Bond with 
their animal companions. This Bond 
manifests in the loyalty and even the 
skills of the outlaw's animals. 
Additionally to the effects on the 
sidetable, the companion animal gains 
Bonus HP & STA equal to the outlaw's 
rank in Bond. The outlaw may choose 
any amount of tamed animals that have 
been with the outlaw for at least a week 
to be their companions but if they loose 
them or the animal dies, the outlaw will 
suffer a cumulative negative of -1 to 
every skill check for 1d10 days. 


In combat situations, whenever 
there are more enemies than 
people in the outlaw's group 
(including self), an outlaw may 
roll on Against All Odds 
against a DC equal to how 
many more enemies than allies 
there are x3 to gain a bonus to 
all defensive actions during this 
encounter equal to the current 
number of enemies (max. 4). 


Bring Out The Best (CRA)|Accustomed Routine (INT) Akimbo (DEX) 


An outlaw may use one unit of fifth}When gutting animals or monsters, 
essence and roll Bring Out The Best|an outlaw may roll on Accustomed 
against a weapon's or armor's|Routine against the _ target's) 4 imbo, The target has to defend at a -3 
crafting DC to add an enhancementi;BODYx3 to double the = rollltwice. If the opponent fails to defend one 
slot to it. A fumble results in the item|dependend trophies and materials.Jor two times, the damage of the 
taking damage equal to the fumble}This only works as long as it's|crossbow(s) is applied to random 
value. An item can only gain one]logically possible (i.e. you cannotflocations (as two separate attacks). 
enhancement slot using Bring Out|gain two hearts from one wolf). [Before rolling the outlaw has to clarify 
The Best and the unit of fifth|Accustomed Routine can also be which crossbow shot the first bolt and 
essence is used up whether the|used against a materials foraging DC which shot the second. A third of the rank 
outlaw had success or not. An item|when foraging a specific material to|"” ALIN, (Woe, Ley e180 Ins eae se 


Foren Sa eer ee peas MT the outlaw's attack value when doing joint 
can never have more than 3/increase the toraged number of units). 1, cks with close combat weapons. 
enhancement slots. 


Makeshift (CRA) Coexistence (Will) 


Living outside of  society,}The outlaw had to get around with the|When suffering a critical wound, an 
planning and surviving, the beasts and monsters living around them. outlaw may roll on Battle-Hardened 

: When encountering a single or a group of|against the Healing Hands DC for the 
outlaw learned some tricks. An aggressive animals or monsters, anlwound complexity (p. 174) to ignore 
outlaw may take one hour, rollJoutlaw may roll on Coexistence at aDClany penalties from this wound 
on Makeshift and split the value equal to the monster's professional (including damage-over-time-effects) 


on the Makeshift table to build|°Pimon DC in the bestiary. If successful,]f, a number of turns equal to the 
the monster or the group of monsters stop 


a backup for dire situations. To]peing aggressive towards the outlaw and rank in Battle-Hardened. Once the 
gain a stated effect, the outlaw]a number of people in the outlaw's group}"™¢ depleted, the outlaw can roll 
also has to use up the listed|equal to half the skill rank. If anyone}again but the DC is increased by 2 
starts acting aggressively towards the/for every successful check. Penalties 
monster or moves closer than 5m to them,Jof a deadly critical wound cannot be 
the monster will start attacking them. ignored. 


An outlaw can do a joint attack with two 
one-handed crossbows by rolling on 


material. Every item built this 
way weighs 0.5. 
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"Don't you fret about me. 
Can take care o' meself." 


- Maria Barring aka Milva 


Course I know some rangers, had a run in 
recently with a group of racists that call 
themselves "Guardians of the Forest". Heh, 
but I guess ya're talkin' about hunters and 
stuff? Rangers are the experts of wilderness 
and the people ya should ask to guide ya, if 
needed. Additionally they can feed ya, show 
ya the safest places around and deal with 
any monsters on the way. Heh, rangers are 
awesome. 
Hunters, of course, are the best at dealin' 
with wildlife. They know how to lure and 
divert monsters and often use high seats to 
scout the environment and stay hidden from 
it. Heh, don't tell anyone but I sometimes 
think they have some kind of sixths sense, as 
they seem to always know which ways to 
take to go around the monstrous 
inhabitants of the environment. 
Woodsmen are a bit strange, not gonna lie. 
They often are cut off from society, just 
takin' what they need from the wild. Of 
course that also has its perks! Woodsmen 
don't need no manual to create ammunition, 
all they need they take from around 'em. 
Same thing with shelter, they forage some 
leaves, branches 'n stuff and get ya a place 
for the night, shielded off from predators. 
Heh, no need for guard duty! And while ya 
sit with 'em in these shelters, woodsmen 
may offer ya some tasty mushrooms and 
plants. Though I tend to be careful around 
stuff like this, ya should take it, as these 
plants have properties not even scholars of 
Oxenfurt know about. 
The last type of rangers is the protector. 
Let me tell ya, your company will already 
be dead before ya even see the one fellin' 
your mates. Protectors stay focused on the 
job, givin' 'em an edge over their 
opponents. Oftentimes they'll try to stay at 
range, take their time and make the shot 
count. And how it counts! Everytime they 
hit ya, they REALLY hit ya. Heh, I guess 
there is a silver lining: If ya're dead on the 
first hit, ya don't feel the pain of bleedin' 
out in the dirt. 

-Rodolf Kazmer 


Art: Sandra Chlewinska 


Wilderness Lore 


Rangers live in and off the wilderness 
and know more than anyone else about 
her. This knowledge enables the full 
potential of rangers. 

Add half the rank of Wilderness Lore 
to any Education, Wilderness Survival, 

Monster Lore rolls concerning and all 

Stealth rolls while in an area of 
wilderness you are familiar with. You 
start off familiar with one area of your 
choice from the Wilderness table and 
get familiar with an additional area of 
wilderness of your choice at every even 
rank. Most of your Profession Skills 
require you to be familiar with the 
wilderness around you. 


Defining Skill 


Magical Perks 


Wilderness Survival 


Starting Coin: 
75 crowns x 2d6 
Average: 
525 
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Wilderness 


Ranger Skill Tree 


Wilderness Lore 


Rangers live in and off the wilderness and know more than anyone else about her. This 
knowledge enables the full potential of rangers. 

Add half the rank of Wilderness Lore to any Education, Wilderness Survival, Monster 
Lore rolls concerning and all Stealth rolls while in an area of wilderness you are familiar 
with. You start off familiar with one area of your choice from the Wilderness table and 
get familiar with an additional area of wilderness of your choice at every even rank. 
Most of your Profession Skills require you to be familiar with the wilderness around you. 


Area 


Mountain/Cave 


Coast/Beach 


Makeshift 
Ammunition 


Makeshift ammunition is 
sturdy and useful but doesn't 
leave as deep wounds as metal 
ammunition. As such, all 
critical wound thresholds are 
increased by 3 (for a simple 
critical wound you'd have to 
beat the defence by 10, for a 
complex by 13 etc.). Other 
than that, it has the same stats 
as standard ammunition/ 
standard throwing knives. 


Mushrooms And 
Wildberries 


Effect Area 
Gain | STA [Everywhere 1 


All your non- 


wounds get 
stabilized 


increased by 1| Swamps 
+1 WA to the ; 
next ranged Plains 
attack when 
over 50% max Deserts 
range 
For a time gain|Plains and 
+1 natural SP | Forests 
+2 Initiative and Deserts 
For a time Deserts, 
treat rolled 1s} Coasts/ 
just as 1s, not | Beaches 
as fumbles. and Forests 
For atime {Mountains 
increase your | /Caves 
damage by +2 Jand Plains 
For a time 


Swamps, 


decrease the [Mountains 


first damage | /Caves 
you take per and 

round by 3 | Coasts/ 

(before armor)| Beaches 


The Hunter The Woodsman 
Predator Bait (INT) |Makeshift Ammunition (CRA) 


A ranger knows how to avoid predators - or how 
to direct them. By taking 10 minutes and a trail 
ration when in familiar wilderness, a ranger can 
roll Predator Bait against the area DC of the 
Wilderness table to collect plants and mix them 
with the trail ration, creating a bait that gives off 
a special scent. Once unpacked, after 2d6 rounds 
one or more natively occuring predators arrive at 
the position of the bait. What kinds of and how 
many predators arrive is up to their natural 
occurence and the discretion of the GM. 
Alternatively the bait can be used near a predator 
the ranger already knows of to distract it. The 
predator has to beat your original Predator Bait 
roll with their Awareness roll to notice you, even 
if they beat your Stealth roll. The bait only works 
in the environment it was created in. 


High Seat (CRA) 


When in a familiar wilderness a ranger may 
take an hour and roll High Seat against the 
area DC of the Wilderness table to build a 
standing high seat. As long as someone is 
in this high seat, they gain half the High 
Seat rank at the time of construction as a 
bonus to Awareness and _ Stealth. 
Furthermore, while in the high seat the 
bonus of every 'Aim' action is increased by 
1. The high seat has enough space for a 
number of people equal to a third of the 


rank. If the high seat takes 10 points of 


damage, it will collapse. 


all Of The Forest (INT) 


When in a familiar wilderness, 


to their surroundings and using their 


trained senses, a ranger may roll Calj|Mushrooms And Wildberries, search for 
Of The Forest against the area DC of special mushrooms, berries and other edible 


the Wilderness table to locate the 
position of all life in a radius equal to 


the rank in Call Of The Forest x5m. If 


By taking a full day in a wilderness they 
are familiar in a ranger can roll Makeshift 
Ammunition against the area DC of the 
Wilderness table to forage materials like 
branches and bones and craft Makeshift 
Arrows, Bolts or Throwing Knives. The 
ranger has to specify what type of 
ammunition they want to craft before 
rolling. If they make the check, they gain 
the amount rolled as Arrows or Bolts or a 
third of the roll (rounded down) as 
Throwing Knives. If they don't make the 
roll they notice halfway through that there 
isn't enough suitable materials nearby. If 
they fumble, the whole day is wasted. 


The Protector 


Concentration 


A ranger has to stay focused at all 
times or risk dying. Gain as many 
points of Concentration as your rank 
in Concentration. When making a 
close combat or ranged combat attack, 
you may use up to three points of 
Concentration to gain a +1 for each 
point used to the attack roll. One 
point of Concentration can also be 
used to reload a crossbow using a 
movement action. Concentration 
regenerates at a rate of DEX/3 
(rounded up) per day. 


Weakpoint (INT) 


When in a familiar wilderness a ranger 
may take an hour and roll Temporary 
Shelter against the area DC of the 


When making an 'Aim' action 
against an unaware _ target, 


Wilderness table to gather materials andjinstead of gaining the bonus a 


create a completely safe space. This 
shelter is safe from environmental effects 


and cannot be found by predators or 
enemies, unless those are specifically 


ranger can roll Weakpoint 
against the targets Awareness. I 
passed, lower the penalties for 


searching for you. It can house a number|targeting specific body parts by 
of people equal to the Temporary|half the Weakpoint rank. I 


Iter rank. This shelter is built using 
what's at hand and won't stand long, after 


a full day has passed, it will collapse. 


up a flask spirits or alcohest to roll 


plants and create small doses of medication. 
Take the total value of your Mushrooms And 


fumbled, the target becomes 
aware of the ranger. 


Mushrooms And Wildberries (CRA) Execution 


4 : aragisi : by When in a familiar wilderness a ranger may}When the ranger scores a critical of any 
listening to the wildlife, paying attention |Juse their cooking tools, take 2 hours and use|severity, they may roll a number of six- 


sided dice equal to half the rank in 
Execution. For every 6 rolled, treat the 
severity as one level higher. If they 
already scored a deadly critical, or this 


Wildberries roll and split these points up on|Skill improved the scored one up to the 


the Mushrooms And Wildberries table, 


deadly stage, the ranger may improve 


any individuum is currently in stealth,}heeding the fact that some medications canlthe outcome of the deadly critical 
your check has to beat their stealth}only be created in certain wildemess areas.}Woynd by one level for every remaining 


check. A third of the Call Of The|Gain one dose of the chosen medication, each 


Forest rank may also be added to the 
Wilderness Survival roll when tracking a 
person while in a familiar wilderness. 


"For a time" equals your 
Wilderness Survival rank 
in rounds. 

Multiple uses of the same 
medication do not stack. 


medication may be chosen multiple times. 


These medications last for 3 days after which 


they become useless. 


6 rolled. If the ranger's attack was 
aimed, the outcome cannot be improved 
beyond the location aimed for. 
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Scoundrel 


"Coin well earned means 
shit, if it's not well spent." 


- Fabian Hale 


If ya got enough money for some people to 
call ya 'well off’, that might be enough to 
attract scoundrels. Scoundrels are weird to 
describe, heh, on one hand they might just 
be cocky fellas practiced at duellin', like 
some lesser nobles. On the other they could 
be dangerous people robbin' honest folk off 
all they got - best case. All of 'em are 
competent in bendin' their own body to fit 
into certain places - or get out of 'em. Most 
scoundrels follow some kind of moral code, 
like 'Only take from the rich’, but some are 
sadistic degenerates who do it for the kicks. 
Let old Rodolf tell ya about what those can 
throw at ya: 
Makers are scoundrels creatin' and craftin' 
little gadgets they use for diversion, slowin' 
or hurtin' enemies. For me, it's a shame to 
use craftsmanship in such perverted ways. 
Heh, on the other hand, if these won't get 
used on honest folk, those tricks might 
prove very useful. 
Rogues get called this way for a reason. 
They are very dexterous people, easily 
hidin' in plain sight, shruggin' off falls from 
absurd height and disappearin' from eyes 
and blades alright. Heh, that rhymes 
somehow. 
Lastly, there are swashbucklers. They are 
cocky, dirty-fightin' duelists that love 
bladed weapons for some reason. 
Swashbucklers know where to hit to cause 
deep wounds, or to cripple enemies and 
easily win the fight, obviously not playin' by 
any rules of honor. Heh, in times like these, 
I'd be lyin' if I said, I wouldn't get where 
they come from. 

-Rodolf Kazmer 


Art: Oleksandr Kozachenko 


Contortion (DEX) 


Often being in_ bad places, 
scoundrels learned a trick or two 
about escaping and hiding in spaces 
which should hold no person. 

Using Contortion, the scoundrel 
manipulates their body in a way to 


escape restraints, fit through tight 


spaces or hide in normally 
impossible ways. The DC _ for 
Contortion is set by the GM, 
keeping in mind that escaping from 
shackles, manacles and the like 
should be easier for the scoundrel 
than breaking them or picking the 
lock. 


Defining Skill 


Magical Perks 


Charisma 


Social Etiquette 


Swordsmanship or 
Small Blades 


Throwing Knives x5 


Starting Coin: 
100 crowns x 2d6 
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Hardening 


Effect 


we weapon ae pons 

amage equal to how 

Cruel much REL damage it has 
suffered currently 


This weapon has a 
chance not to lose any 
when it norma 
Sturdy | REL wh I 
(2 5%) would take damage. The 
0) | chance is written in the 
parenthesis. 


: See Rodolf's Wagon - A 
Injector eae ools 


Special Tools 


pare Effect 


Blinding When successfully 
thrown at a target in 
Powder | th" 2 
owde range BODY x2m, the 
(2) target becomes blinded 


A bomb that splatters 
large aroun of ped 
_| on targets within a 4m 
Blood radius and startles them. 
bomb | Out of combat: targets 
take -5 to Awareness for 
(4) 1d10 rounds 
In combat: targets 
become staggered 


When thrown at the floor 
as an action, it covers a 
1x1m area per unit of 
ealecus ane Multole 
units of caltrops may be 

altrops hrown in the Ge acc 
to increase the area. 
Anyone passing through 
it must beat a DC:1 
Athletics check or move 
at half SPD 
A pouch filled with sharp 
glass shards. When 
successfully thrown at a 
target in range BODY 
x2m, it does 1d6 damage 
mposes a -3 penalty 
to SPD (min. 1) to the 
target until an action is 
used to remove the glass 
from the body and 
clothing 


genic Dart} hallucination effect and 
then breaks. If a Stealth 
check beats the target's 
[Awareness as an ambush, 
the target doesn't notice 
the dart wound 


A vial filled with a 
substance that accelerates 
rusting. When thrown or 
applied on weapons or 
armor, it weakens the 
structural integrity, 
doubling the ablation 
damage the gear takes 
until the substance is 
washed off 
A bomb filled with a lot 
of coal dust. When 
thrown, it covers a 5x5m 
area with thick black 
smoke, obscuring vision 
for 2d10 rounds. 
Performing any task 
obscured by smoke takes 
a -4 to the roll. 
Awareness takes a -8 
instead 


Scoundrel Skill Tree 


Contortion (DEX) 


Often being in bad places, scoundrels learned a trick or two about escaping and 
hiding in spaces which should hold no person. 

Using Contortion, the scoundrel manipulates their body in a way to escape 
restraints, fit through tight spaces or hide in normally impossible ways. The DC for 
Contortion is set by the GM, keeping in mind that escaping from shackles, 
manacles and the like should be easier for the scoundrel than breaking them or 
picking the lock. 


The Maker The Rogue The Swashbuckler 
Basic Kit (CRA) 


Upon unlocking this skill and at every When hiding without | While wielding a one-handed 
second rank, the scoundrel chooses 


one novice crafting diagram/formula. moving, the scoundrel may slashing or piercing close 
The scoundrel knows these diagrams/ | add their rank in combat weapon, a scoundrel 
formulae, they don't count towards the 


maximum number of memorized 
diagrams/formulae and the scoundrel 
gains the bonus as if they had the 
physical diagram/formula. Using 
Basic Kit, a scoundrel may craft every 
diagram/formula learnt this way. At 


Subterfuge to their Stealth |™4Y Toll Precise Attack as 


roll. After the scoundrel 
didn't move for one full 
round, they gain the bonus 
for the subsequent round, 


an attack action against an 
enemy's defense. For this 
attack a 1 is not considered a 
fumble and a 10 as well as a 
9 are considered a critical and 


rank 10, the scoundrel may choose : ; 
one journeyman  diagram/formula | even 1f moving. 
instead. 


Hardening (CRA) Lithe (DEX) Impairment (REF) 


A scoundrel may take 10 minutes and]When a scoundrel would normally take}While wielding a one-handed slashing 
roll Hardening against a weapons|falling damage or ramming damage|or piercing close combat weapon, a 
crafting DC to grant it an effect from from being pushed, they may roll Lithe}scoundrel may roll Impairment at a 
the Hardening sidetable. The]4gainst a DC:16. If successful, the].2 as an attack action against an 


explode. 


scoundrel has to use Crafting Tools|SCoundrel takes no damage as long aStenemy's defense. If successful, the 


the distance fallen/pushed is within the 


: scoundrels RUN and they take half 
material needed to craft the weapon, damage if it is outside their RUN. When 


but doesn't need to know the diagram falling and unsuccessfully making the appropriate, fea) ee [ll 

itself. This improvement uses one] check, the scoundrel still only takes half rounds. This attack deals normal 

Enhancement slot and can only beldamage, if the fall is within their RUN. damage and no critical damage. If the 

performed on weapons that have at] Additionally the scoundrel may increase roll beats the defense by the relevant 

least one enhancement slot. their SPD by a third of their Lithe rank,J#™ount, actual criticals may be 
which affects derived statistics. inflicted as per usual. 


Special Tools (CRA) Shadow (DEX) 


Upon unlocking this skill and at every}Whenever no enemy has a clear line}When no more than one enemy is 
second rank, the scoundrel chooses]of sight, the scoundrel may roll |currently in melee range and the scoundrel 
one of the tools from the sidetable.]!Shadow as an action against the|'S USS a one-handed slashing or piercing 
From now on, the scoundrel mayjenemies' Awareness. Success allows Set net snes cae 
create this tool using Special Tools. the scoundrel to disappear, hiding in ranle onee per turn their weapan may deal 
Using 200 crowns as use of materials,}plain sight, even if there was|ponus damage equal to half their Duelist 
a scoundrel may take an hour and roll normally no safe space to hide. rank, and they gain a bonus to all 


Special Tools to create a number of|Additionally, as a free action theloffensive and defensive actions against 


scoundrel induces the maluses of a 
random simple critical wound (or the 


and one unit of the most expensive 


equal to or lower than the scoundrels Ja bonus to Stealth and defensive |tank. As soon as another enemy (or more) 
Special Tools roll. At rank 10 the| Athletics equal to half the rank in |St4"ts ganging up on the scoundrel, these 
scoundrel unlocks the rest of the tools|Shadow for a number of rounds|°°™™Ses are lost until they are fighting 
to create from now on. equal to the rank in Shadow. ee ae 
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